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rrest and Mosby, cavalry was the 
43 WW Il strategic bombing raid, 
destroying railroads, bridges, warehouses and, on 

occasion, entire towns. On the battlefield, combining the 

speed of cavalry 


infantryman and, in ’ 
rifles, dismounted units such as Buford'’s Union cavalry at 


: Gettysburg or Forrest's Confederate troopers in the West 
could hold their own against infantry and cause 4 
respectable amount of havoc in the process. 

125. VICTORY - Victory in BPIGS, as the great 
Nathan Bedford Forrest 


. Confederate cavalry leader ; 
War, is “Getting there first, with the 


most’. (No, he did not use bad grammar or butcher this or 
any other quote attributed to him, although his talent for 
strong language was legendary and known to peel the 
hide off an army mule or a hapless second lieutenant.) 
Selecting which units to use and getting them “there first", 
you will find, is a great deal more than half the battle. 
However, as you may have guessed by now, it's not quite 
that simple! Each unit type - infantry, sharpshooters, 
cavalry and artillery - has its own advantages and 
disadvantages. Finding the best way to use them together 
(combined arms) in a particular situation can make all the 
difference. Remember also that each unit on the battlefield 
is different. Units vary widely (as they did during the Civil 
War) in size, weaponry, commanders, morale and fatigue. 
Selecting the proper units for a particular task is, and was, 































an essential of successful command. 


The next step, determining the best de, 
formation, is critical. The COLUMN format 
best when quick movement is essent 
should “almost” always be done in the 
Select a unit's POSTURE with an eye to 
to best advantage and balance how mobile th i 
be against the losses from enemy fire. There © Unit must 
hard and fast rules for using the FIRE COMMaN really no 
combat situation is unique and a certain am NDS. Each 
and error is called for in learning how best to seal of trial 
BP/GS. Lincoln's advice to one of his peaabgat. in 
worth repeating, "General, be sure and put a 's still 
troops into battle.” Piecemeal attacks, sendin, aS your 
to the battle line in dribs and drabs, is oe the troops 
and costly mistake. However, always kee; YY @ serious 
handy to turn back an enemy counter erege reserve 
breakthrough. One of Union General McClella: Z, exploit a 
Antietam said it best, "Remember, General, yo: n's staff at 
the last reserve of the last army of the Republic: ju Command 


ployment a 

Sy nd 
fal pe 2enerally 
While combat 
LINE formation 
Using the terrain 


Finally, keep in mind that even i 

commanders lost battles and made bi ae Ae bee 
games you'll better understand what it was REALLY ye 
make decisions under fire in the smoke and co = ret 
battle and wonder if you're leading the battle or Heit of 
There are no "victory" points in BP/GS. There eee ps 
in the Civil War. Victory is for you and “history” to decide! ad 
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43.0 SCENARIOS/ORDERS OF BATTLE 


scenario in BP/GS is designed to explore a di 
erent aspect of 
<F piGS game. Each of the HISTORICAL SCENARIOS ; i P Of each of the 3 batt! 
original B tions. Additional units may “arrive on tho batlomsst Onto and ties provided in the 
; ng play, 


eeorical starting pos Z eA 
6 nario has several variations, allowing th again at th 
addition, each SCOrT , g the gamer to expk b @ historical 

srrategios units and arrival times and to answer the great “might have beens” explore the “what ifs” of history pit Mee 
' erent 


as much as possible on historical fact, BLUE POWDER 
as . ° G 
occur as they did in history as the battle unfolds. The Saran ; 
staging the entrance action, there is no way to insure that you or the computer will pd rs 
our brethren did over 100 years ago. Given the same parameters, history could a thing at the same time as 
historical scenarios have been set up as they in fact happened but we lose control as peter on Out differently. The 
@s you and the com 
puter- 


player take command. 


13.1 ANTIETAM: (SHARESEURG) September 17th, 1862 

McClellan's strategy was to attack the Confederate left flank at dawn with "Fighti s 

Lee had drawn off his forces to contain Hooker, Burnside's Corps on the Fada make and the ‘ist Corps. Once 

Creek, seize Sharpsburg and the approach to the vital ford, trapping Lee's army. Then rig . flank would cross Antietam 

Sumner's Corps, the largest in the army, would attack the Confederate center and Le theme aay fully committed, 
mainder of Lee's army. 


That was how it was supposed to be. 


Ss 1) 
above all a game and events 


although based 
ttle are so diverse that, short of 


may oF may not 


r for the men in blue and grey, Antietam was the bloodi i 

. ? jest singl 
ion assaults and survived to retreat to Virginia. Lincoln had Ae 4 of the war. Lee and his army had 
said a final goodbye to the army he had created. ry at last and McClellan, unable 


When it was ove’ 
staved off furious Uni 
to follow up his victory, 


43.1.1 TERRIBLE SWIFT SWORD 
‘At dawn, 6:00 AM, the Union 1st Corps under "Fighting Joe" . 
Confederate left. Jackson had placed Ewell's dvsbn on ie cine a Re Cer Wea Stonewall Jackson on the 
division, now under J.R. Jones, was deployed in the West Wood across the Hagerstown iy ile Stonewall Jackson's old 
Dunker Church, the key to the Confederate left flank. Hooker's Corps led by Ricketts’ = e. Hooker's objective was the 
Wood and entered a corn field near the Miller Farm. As Hooker's Corps advanced JEB St pete Lophag kegel 
Artillery on Nicodemus Hill fired furiously into his right flank. Across Antietam Creek, McCl a S Confederate Horse 
returned the fire. Ricketts soon collided with Confederate infantry under Douglas at th a3 ane Rasarve Aniiery 
furious volleys at almost point blank range, both sides made the "Corn Field” the scahel f cet rtinaidrnnd | 
ute in the sua War. For now, the Yanks were stopped cold. Jackson sent an ur ere aur babble 
shire ners. gorog from the Confederate right but for now "Old Jack” Acuis navetey bs ae ba casa 
By 7:00 AM the pray SoA . eee, Hea Hood's Brigades, in a desperate counter attack to aan te URE mene 
argaleabraskdownl\wera finally ; ithout support, (the commander of the supporting brigades picked this ti fog le 
N r y forced to withdraw. Union artillery at Miller's b iri ne Salas 
range, succeeded in stopping Hood's infantry. rs barnyard, firing canister at point blank 


At 7:30 M i 
peer he. sacheea 2 Soran aaa The 12th Corps’ rookies went driving straight through the 
ground until finally the Dunker Church fell to the cheering va ackson's men, exhausted and outnumbered, slowly gave 


Since the Di jecti 
e Dunker Church was the primary objective of the Union, and they took the Church by 8:00 AM, the Confederate 


side can consider it a victory if they can hold the position until after 8:00 AM. 
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WARRANTY POLICY 


Garde’ Games of Distinction warrants to the original purchaser of this software that the recording medium 
on which it is stored will be free from defect for a period of ninety days from the date of purchase. 


Defective media will be replaced free of charge during the warranty period. 





Following the warranty period, there will be a $5.00 handling charge for replacement of defective media. 











Defective media should be in protective packaging accompanied by a brief statement on the type of 
defect, a $5.00 check (if beyond the ninety day warrranty), and your return address. 
REG. CARD on back of rule book must be returned for warranty to apply. 
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Experience the Drama, Feel the Excitement, { 
Soldier with the Blue and the Grey! 





Featuring: 
Antietam, Gettysburg and Chickamauga 


Lead Johnny Reb and Billy Yank in battle, from the desperate field of 

Antietam to the far flung heights of Gettysburg or into the deadly forests 

of Chickamauga. GARDE’s BLUE POWDER GREY SMOKE is agame 
of Civil War strategy and adventure for one or more computer gamers. 
A unique and challenging role-playing game of Civil War Command. 
Play against another person or choose to battle a sophisticated com- 
puter opponent able to challenge novice and veteran gamers alike. 


Whether you lead a single company or command one of the great 
armies of the Union or the Confederacy, YOU may take command 
immediately or watch as the battle unfolds and then assume command, 
issuing the same orders Civil War officers actually used on the field of 
battle. 


Included in BLUE POWDER GREY SMOKE are scenarios ranging 
from company to divisional level combat, in three great battles of the 
American Civil War: Antietam, Gettysburg and Chickamauga. The only 
thing we've left out is the snap of the Battle Flags and the smell of 
blackpowder on the breeze. 


e No cumbersome game turns! All movement and combat in © Brilliant three-dimensional hi-res color graphics and sound! 


BLUE POWDER GREY SMOKE is modified real time. @ Players can view any part of the hi-resolution battlefield from a 
e Extended commands! Players may issue orders to units con- tactical close-up to a strategic overview with GARDE's innovative 
tinuously or allow units to function on their own during the battle “Zoom” feature. 


© General commands! Commands may be issued using the @ A wide range of Civil War arms—muzzie-loading muskets, re- 
computer as a subordinate to handle all the details. peating rifles, Carbines, side arms, rifled artillery, Howitzers and 
Napoleons—are only some of the weapons at your command. 
GARDE’ 


Games of Distinction 
8 Bishop Lane, Madison, Connecticut 06443 (203) 245-9089 ©1986 Printed in USA. All rights reserved. 
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